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ANAR® S SERPENT 


Be prepared for this, Ompaca, it will send you crawling faster than you can imagine. 


¢ Shalanya Piercecasket 


This is a sample adventure framework, featured in Nations of Barsaive Volume One. A mysterious magical trea- 
sure strips a legendary adept of her powers, under circumstances that nearly kill her. Suspicion first falls upon followers of the 
Mirage, then on the machinations of House Ludi. The real motivation for this strange and terrible theft, however, lies closer to 
home. 


SETUP 


The adventurers attend a duel in the Royal Auditorium pitting the great Throalic hero Shalanya Piercecasket against an obsi- 
diman Warrior, Ompaca. Ompaca has made it his life’s task to test the fighting mettle of all of Barsaive’s legendary champions. 
There is no rancor between the two combatants; they are dueling in order to improve their skills and add to their legends, and 
admission from the duel will benefit the survivors of a recent scorcher raid on an outlying community. The prowess of both fight- 
ers has long been celebrated in song and story, and the people of Throal are looking forward to the match. (If your player charac- 
ters are of high Circles one of them may take Ompaca’s place in the story and fight Shalanya in the ring.) 

As the battle begins, Shalanya draws a strange new weapon: a crystalline quarterstaff in the shape of a serpent. The two com- 
batants exchange preliminary blows, which both easily parry. Then Ompaca strikes Shalanya a glancing blow that nearly kills her. 
The match ends abruptly, and Shalanya’s friends rush to her aid. They soon discover that all of her magical talents, including 
Durability, have been stolen from her. 

Shalanya is the primary j’havim of the Dream Spire free trading company and her accident is a dreadful blow to Dream Spire’s 
operations. Oberh, the head of the company (see Nations of Barsaive Volume One, p.27), engages the player characters to 
find out how this catastrophe could have come about. 


CVENT °NE 


When interrogated, Ompaca seems genuinely horrified by Shalanya’s injury. He wanted—and expected—her to be a worthy op- 
ponent. Defeating her by forfeit brings him no honor, no great experience to share with the others of his Liferock. 

At some point, Ompaca invites a player character to spar with him. He performs terribly, and collapses in dismay as he realizes 
he no longer has his talents, either. He remembers touching Shalanya’s curious staff as he knelt down to see how badly she was 
hurt, and the player characters may recall seeing this. Clearly, the staff has a terrible effect on adepts. 


[VENT TW? 


Shalanya has gone into hiding from the many brigands, petty tyrants, and Theran trash who want to see her dead. Because she 
is powerless, she feels she cannot afford for anyone to find her, including the player characters. The crystal staff is now in the 
possession of Shalanya’s aunt, her next of kin. 

Investigating the staff is difficult. No adept with the Item History talent is willing to touch it to coax out its secrets, and the 
player characters are unlikely to want closer contact with it. (In fact, if it looks like they are going to touch the staff, give them a 
big fat hint warning them against such a foolish move. Most players will feel unfairly dealt with if their characters’ hard-won abili- 
ties are taken away, even for the length of a single adventure.) 

Shalanya’s aunt knows only that Shalanya won the staff in a dice game with a group of other adepts. She knows some of their 
Names, but not all of them. 
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CVENT TAREE 


Having gotten the Names of a few of Shalanya’s gambling partners, the adventurers can look them up and pressure them until 
one of them says something useful. One gambler finally admits that “a stranger” gave him the staff shortly before the game and 
paid him handsomely to make sure he lost it to Shalanya. The gambler assumed that his mysterious benefactor was a representa- 
tive of the Mirage (see Nations of Barsaive Volume One, p.37), one of Throal’s odder philosophical societies. He happens to 
owe them a large gambling debt, and they have threatened to break his legs (in a philosophical manner, of course) unless he pays 
up. 


CVENT FOUR 


The Mirage may or may not be a vast criminal conspiracy, but it is certainly full of individuals who feel they have every right to 
act as they please. Many Mirage members are rich, powerful, and dangerous. Even more have done things they want kept secret 
from the authorities in Throal. The adventurers should get into at least one pitched battle while investigating the group. Finally, 
they reach the group’s leader, Hyondak. She turns out to be a friend of Shalanya, who saved the philosopher's life several years 
ago. She shows the adventurers letters to prove her claims, and offers to double their reward for finding the culprit. Scratch one 
suspect. 


CVENT FIVE 


An informant the adepts consider reliable approaches them and reports a rumor that the members of the old guard House Ludi 
had a grudge against Shalanya. After she performed a heroic demonstration in the village of Sosk, in the hinterlands, the villagers 
were so impressed that they struck an exclusive trade arrangement with the Dream Spire Company. The Ludi representative, 
Ouglah, swore vengeance against Shalanya for depriving him of the deal. Ouglah is a notoriously slippery character and a noted 
questor of the sometimes unscrupulous Passion Chorrolis. After suffering through all sorts of trouble attempting to get at a mem- 
ber of this secretive, wealthy and well-connected trading house, the adventurers are forced to eliminate Ouglah as a suspect; he 
has been in Urupa for the past several months. 


CLIMAX 


The adventurers get a message from Shalanya’s aunt, saying that a shady character has been following her. When they reach 
her home, they find it ransacked and Shalanya’s aunt badly beaten. She tells them she was attacked by a cloaked figure, who took 
the staff and tortured her until she told him where Shalanya was hiding—in an empty housing block in Hustane, the unfinished 
Inner City. 

The adventurers arrive on the scene to see a human man assaulting Shalanya. The attacker, Urrif, is an Archer adept formerly 
employed by the Dream Spire Company. Shalanya once spurned his romantic attentions, and so, maddened with thwarted desire, 
Urrif decided to possess her any way he could. Scouring Barsaive for a weapon to use against Shalanya, he found the odd item 
known as Anaro’s Serpent, a crystal staff that temporarily drains the magical talents of any adept who touches it. Only one adept 
may weave a thread to it at a time; that adept receives all of the talents stolen by the staff, at the step levels possessed by the staff's 
victims. Urrif has all of Shalanya’s and Ompaca’s talents to use against the adventurers; if they are of high enough Circles to need 
extra opposition, he may also have confederates at his side. 

If the adventurers slay Urrif or somehow dispel the thread he has woven to the staff, Shalanya and Ompaca regain their tal- 
ents. Now the adventurers face a dilemma: do they keep this foul, corrupting magical treasure, or destroy it? 


STQUELS 


Whatever their decision, others are likely to have heard of the staff. Its original owners, cultists, Hand of Corruption assassins, 
or even scholars desiring to study it from the Great Library may hear of its use in the public duel and seek its current where- 
abouts. In addition, they now have powerful contacts in Shalanya, the Dream Spire Company, and Ompaca that might get them 
into more trouble in the future. 
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ADVENTURE FRAMEWORK TITLE 


Quote 


¢Quotee ¢ 


Put the Summary here. It contains a capsule text giving an overview of what happens in the adventure. It should not be a 
teaser only hinting at what’s to come, but contain all information a gamemaster needs to get an idea of what the adventure con- 
tains. 


SETUP 


Put the Setup here. This section describes how the adventure begins and how the characters become involved in the story. 
This section may also include events that have led to the adventure and background on other ideas touched on in it. 


CVENTS 


Put an Event here. Each Event describes encounters and events that occur during the course of the adventure. These may in- 
clude situations that pose problems for the characters, actions by the adventure’s antagonists, creature encounters, locations, or 
simply unexpected occurrences. Events are the obstacles or problems the player characters must overcome to complete the adven- 
ture successfully. This section is often the longest and most detailed in the framework. 

Repeat this section for the number of Events you need (3-5 are about right). 


CLIMAX 


Put the Climax here. The Climax is the conclusion or resolution of the adventure. It describes the most likely resolution based 
on actions that the gamemaster expects the players to take, and so it may differ considerably from the way the adventure actually 
ends. Because player groups often take unexpected actions, we suggest that the gamemaster plan for more than one possible cli- 
max. 


STQUELS 


Put the Sequels section here. It contains story ideas that might happen after or as a result of the adventure. Sequels may be 
adventures that feature the same gamemaster characters or include a magical item discovered in the adventure framework and 
help to create a sense of continuity in a campaign. 


